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CHARGEN: TRADERS 


Character Generation Extracts 
for easy sharing and minimal printing. 


Get yourself a pencil, eraser, ten-sided dice, 
a character sheet and flip to the next page. 


: oan Personal 
gm Details 
Браца апа Notes 
Skills List. 


Pencil is suggested as numbers will change throughout 
the creation process. Skills and Attributes change as the 
character grows and develops over the campaign setting. 


(M) [a Merch Acad Aoprenice 4 NAME ene 
у (С) Dept Head, Command = 
Schools [R] Retired [6 wj SPECIES 
Schools [R) Retired SF KE RSE ete) 0 HT 
Minor Space Lanes BACKEROUND чт 
cemy instructor SPECIALTY HAIR 
"биров Suppirt тое EYES 
TOURS| ara Mester | POSITION 
ace “tengih пов 
A ASSIGN РОВ 
SHIP OWNER: Y/N [CREDITS 
Class: 
Name: — — 
Data ШЕТ] estore 
FESS EARS [CONTAGT TEAM) 
eed Y/N/F 
X СНА Т 
IFOOLIES PERCEPTION OCUS PERSEVERANCE 
(сна+сооц/г linrstuoy/2 lintscoouye ча да 
Found down Found down Found down Found down Found down 
Administration Demolitions Meteorology ST Weapons Op, 
Anthrap. Disguise. Negot/ Diplomacy ST Wpns Tech 
Ecology Oceanography. Stealth/ Hide 
Appraisal Electronics Pers Wpn Tech Streetwise 
Enviosuit Op. Philosophy. Surveillance. 
Archaeo. Forgery. Survival 
Gaming Physics: 
Art. Gambling, Psych Track/ Evade. 
Geology. Trade & Comm. 
"Astron Astrophys History Scrounge Trivia 
Biology Seduction 
Botany instruction Shuttle Pilot Variable-G Op 
Bribery Interrogation. Shuttle Sys Tech. Vehicle Op. 
Burglary Intimidate. Sm Equip Tech 
Carausing Lang Sm Unit Tactics. Warp Drive Tech 
Chemistry Sports. Zoology. 
Combat — HTH Law. 
Marks, Modern. ST Cbt Tag/Str. 
Armed. Leadership ST Comm Proc 
Archaic. — Life Support Tech. ST Comm Tech 


Computer Op 


Materials Science. 


ST Engineering 


Computer Tech Mechanics. ST Helm. 
Culture, Medicine ST Navigation. 
ST Security. 
Damage Ctrl Proc. Mercantile History. ST Sensors. 
Def Shield Tech Mercantile Law, ST Services 


эшем 


Trader Character Generation 


THE MERCHANT ACADEMY 


Roll 3410+40 for each of STR, END, INT, DEX, СНА and COOL. 
For LUG and PSI, roll straight percentiles (9%) 
Then apply the appropriate following Modifiers 


Note: No Attribute may modify below 01 
COOL is always 


No matter the species 


max 98. LUC and PSI are max 100. 
STR END INT DEX CHA COOL LUC PSI 
Alpha Centauran - — - --- - ә —40 
Andoran +10 «10 - - - +5 20 20 
Arcadian 15 -05 «40 * - 40 40 30 
Anon +10 «10 - -20 -10 ла 05 фо 
Arkenite -10 10 «10 - -20 20 5 40 
Aurelian +05 -10 - 405 - 45 45 30 
BzztKhaht +10 +10 - -10 -15 - а 40 
Caitian -05 - - +15 +05 +20 - 30 
Ciliate -15 -15 - 425 -05 dye ла 30 

** Dayen 
Detan - - +20 - +0 - 80 - 
Edoan -05 -05 - +20 - 15 15 35 
Efrosian +15 +15 «08 - +в - 05 05 
Gorn, Cit +20 +15 - - -40 - а 50 
Human - -~ s Ee 
Kasheeta +10 — - - -20 м0 45 ла 40 
***Klingon, Cit +10 «08 - — - -20 -10 40 50 
K'Zin, Cit +15 +25 -25 +10 -25 20 dye dye 
OrionR 410 -  -10 - -10 - - а 
OronG +15 +10 -15 - #10 - 25 40 
Reptilian +25 «20 - -10 -05 - а 20 
Romulan +40 +10 - - мо 40 20 
Бкогг +05 -05 - 405 - -10 45 30 
Tellarite +10 +10 - — - -20 15 20 40 
Vulcan +20 +10 +10 - -15 +30 40 - 
Xelatian -10 -15 - +15 «06 20 20 10 
Zaranite +05 - - -05 -10 - 25 30 
Note: Not all species variante are presented here * Arcadian DEX: Water +25 
No Warrior would be so base as to by become a Land -10 


Trader and ва are precluded. Only the most ox 
сарвопа! of circumstances would fnd a Warrior 
fase as Merchant. GM Discreton Advised, 


* * Dayan Stats never given. 
* *  Klingon Ctizens instead roll 
3410+20 for Attributes! 


CONDITIONAL 4 мах Зорге to апу one Attribute 
BONUS POINTS о No Attribute above Species Max 
Roll d%/2 з. PSI may not be modified, except. 


round down 


GM Discretion 


for Vulcans (and Deltans) who may. 


Primary FASA Species, replete; The Maximum Attribute Matrix 
(Contains values for non-Trader variants on facing page) 


Bold represents 
Italics repres 


the highest score in the calumn, except Cool. 
ve lowest ratings in the column, inc. Coal 


Maximums STR END INT DEX CHA COOL LUC PSI 
AphaCentaura 99 99 99 99 99 99 во 80 
Andoan 109 109 эз 99 99 99 80 во 
Arcadan 84 94 109 * 99 вз 90 80 
Aroon 109 109 99 79 89 вз 95 10 
Arkenite 89 89 109 99 79 79 95 90 
Aurelian 104 89 99 104 94 B4 85 70 
BzztKhaht 109 109 99 89 84 эз 70 60 
Сапап 94 99 99 114 104 99 400 70 
Ciiate B4 84 99 124 94 50 90 70 
Dayen* 
Detan 99 99 119 99 129 эз 95 100 
Edoan 94 94 99 119 99 84 85 65 
Efrosian 114 114 104 99 104 99 95 95 
Gorn Citizen 119 114 99 99 59 99 70 50 
Gorn Warrior 129 124 99 99 59 99 70 50 
Human 99 99 99 99 99 99 100 60 
Kasheeta 109 99 99 79 109 84 90 60 
Klingon 109 104 99 99 79 89 60 50 
K'Zin Citizen 114 124 74 109 74 79 50 50 
K'Zin Telepath 89 99 74 99 59 вз 40 100 
K'Zin Warrior 129 139 74 119 74 вз 50 50 
Orion-R 109 99 вз эз вз 99 75 70 
Oron-G8 114 109 84 99 109 99 75 60 
Orion- 99 99 84 108 119 эз 75 80 
Onon-Y 79 79 119 109 79 эз 75 75 
Reptlian 124 119 99 вә 94 99 70 70 
Romulan 108 109 99 99 99 99 90 80 
Skorr 109 94 99 104 89 89 80 70 
Tellarite 109 109 99 99 79 84 во во 
Tholian* 
Vedala 89 79 119 99 109 99 95 100 
Vulcan 119 109 109 99 84 99 60 100 
Хејайап 89 84 99 114 104 79 во 90 
Zaranite 104 99 99 94 89 99 75 70 


* No species modifiers were given or N/A. 


WORST TO BEST AVERAGES hott ars stowed resuts) 


2265 Klingon 
-185 Klingon 
165 KZin -T 
-105 Klingon W 
-85 Gorn -C 
-80 Orion-Y 
-75 Во 


-75 Tellarite 
-85 Arkenite 
-85 Gorn -W 
-55 Kasheeta 
-65 Zaranite 
-50 Aurelian 
-55 Edoan 


-55 Xelatian 


-50 Ciliate 


-50 Skorr 


-40 Orion-R 
-35 Orion-G 


-30 ACataran 


-30 Human 


-30 Reptilian 
-25 Ariolan 

-20 K'Zin Cit 
-20 Orion-L 

-35 Arcadian 
-05 Andorian 
00 Romulan 


+05 Caitian 
+05 Vedala 
+15 Vulcan 
+30 Deltan 
+30 Efrosian 
+30 K'Zin -W 


uoneJauac әзовлецо дәре 


EARLY LIFE. 

As in the basic system, what the character did 
before school (or joining а merchant fleet) is important 
To give the character some background, skills may be 
chosen at this time, and a background story worked out if 


background story. For instance, an Orion street urchin 
‘would certariy gain points in Steetwise and perhaps Per- 
‘sonal Combat, Unarmed. The daughter of a rich merchant 
‘would probably gain points in Value Estimation from being 


‘surrounded by woalh during her ariy io. 
Disadvantaged backgrounds may choose no more than two 
ils irom the Educational Background Skils Table. Al 
others must be chosen from the Personal Development 
Scis Table 


the player so desires). 

‘Characters wil obtain some siis before the age of 18 
(when the character raining process formally begins), and 
these are determined now. Players and gamomastors 
should work to choose kills that reflect the character's 


Trader Character Generation 


1D10 BACKGROUND SKILL ROLLS («x lly society below) 
1-2 PRIVILEGED — INT/10 ru each table + INT/20 rd 
3-8 NORMAL — INT/10 ru each table 
9-0 DISADVANTAGED — INT/40 rd split both tables. 
p GM and Player(s) should ag 
YOURSOCETY § М 2 Sn Gocietal Background. Tha Klingona are very resource poor. 
&| $| ЕЕЕ § | Tough tey recognize the importance of trade, эй the money 
ЕЮ ЕЕ РЕШЕ i society, while trado fs beina the 
Bissdv[ 1 [i-7[ a [ica a| -| eite ruter's dignity. The UFP is a rich society across all social 
Norm[2-5|a-a|2-7|3-8|2-9| 1-O| The Romulans are also en equitable soeiety, though most Tal 
6-0] o |a-o[a-o| O | - | жш casca system ensures ай atay in thair paper paces 
PERSONAL SKILLS EDUCATIONAL SKILLS 
"Appraisal Gaming Administration ^ Geology 
Arts, The (8) Gambling Archaeology (s) Law (s) 
Bribery Instruction ^ Astron/Astro | Medicine [s] 
Carousing Languages] Botany Physics 
Cbt, Archaic (s) 'Negot/Dipla Chemistry Psychology (8) 
Cbt, Marks Mod — Sports (s] Computer Op ^ Sm Unit Tactics 
Cbt, Armed (s) Survival (s) Computer Tech ST Comm oop 
Cbt, H-T-H Trivia [в] Culture [s] ST Comm Tech 
Forgery Ecology Vehicle Op (s) 
Electronics. Zoology 
ROLL 1010 ON YOUR BACKGROUND COLUMN Histsry fe] 
Privieged [Normal [Disadvantaged] Advancement Lane [Pags 
1-8 [1-8 3 — [Merchant Academy] 110 ORIONS should check their SER. 
7-8 [3-7 | 8-4 [Apprenticeship [112 from page 87 as to skills affected 
a [e-n —5-0 [Base Labor 
Merchant Academies 


This lane of advancement represents not ene «pociliz 
‘school but a number of similar schools run by tade associa- 
fons and private corporations. These schools exist within 
the ОЕР, the Orion эрлеге cf infuence, and even in some 
тога out-o-he-way areas such asthe Triangle, where int 
stellar trade is Important. Many receive government support 
of one уро or anothor and offer schoiarship or long term 
loan programs to encourage promising studenis. Most acad- 
mies offer four-year programs that feature bath classroom 
Study and praciical experience, The frst Wo years are 
normally devoted to general studios, after which time stu- 
dents are evaluated lo determino toir finess to continue 
the program The second two years aro devoted to raining 
inspecialy reas, 

Apprenticeship Programs. 

Most rade associations, as well as а number of larger 
shipping lines, offer apprenticeship programs whera prom- 
‘sing young individuals who cannot get into the merchant 
academies can become trained merchant crewmen by 
‘Working under ho supervise f expertus рыны! Ар- 
prantices ват very ito bayonet mam and board, bul they 


aro givon a groat deal of on-the-job instruction ti exchange 
ior their labor. Apprentice programs usually last three 
Years, with the frst 18-monih period devoted to general 
sklls and the second о specially raining. In between, тай. 
еез are evaluated for possible lransfer 10 special academy 
traning availabe or especialy promising apprentices, 
Base-Level Labor 

Мо! визу prospective пабег has the орропилйу to 
attend an academy or even become an apprentice. The ron 
ter ie constantly being pushed outward, and the need for 
trained merchant crewmen grows far тте rapidiy than the 
apprentice programs and academy clasees сап prepare 
them. To close the gap, many untined individuals sign on 
with larger merchant ships to ПІ postions not requiring 
special taining, Such positions pay it, Bet hey provide a 
жау or u young parson to gat їо space and wai for an 
opportunity o learn useful SAS, Tramea perconnel are at a 
premium, and chen such junior crewmen sre allowed to learn 
anougn advanced skils o qualify for marchant association 
‘eating programs that can lead to receiving an Interstellar 
Merchants Ticket. 


MERCHANT ACADEMIES 


Unlike the basic system (Star Fleet Academy) in 
which the character is automatically assumed to enter the 
academy, the character may decide whether or not to enter 
ihe Merchant Academy. (Discussion of one Merchant 
Academy is a simplified way of dealing with a number of 
such schools inside and outside of the Federation, Some 
are government funded, others are private institutions run. 
by large shipping lines or trade associations. Allteach ap- 
proximately the same curriculum, so they are dealt with in 
character creation as а single entity.) 

To be accepted into the Merchant Academy, the 
player must roll 70 or less on % dice after applying the fol 
owing modifiers: 


Die Moditier 
LUC 40 or less 5 
LUC 60-69 H 
LUC 70 or more 10 
INT 40 or less эв 
INT 60—69 5 
INT 70 or more 10 


IM the character is successful in this roll, he/she enters 
the academy f not, the character must 
enter the merchant life and work his/her way up without 
formal education at the academy. As in the basic system, 
the passage of years is important and should be kept track 
of in order to determine the age of the character at the 
point whore he/she enters the campaign- 

BASIC TRAINING 

"he fist wo years of the average merchant academy 
education aro spani accumulating те important skils used 
dally by all merchant spacemen. Later, after an evaluation, 
the student wil bo guided info a specially area and gwen 
more specie ining 

"The academic curculum is tough, though perhaps not 
о intense as that in Star Fleet Academy. Students wil be 
Given a core curriculum of general skis, a corios of spaco 
Training courses including practical applications, and a mer- 
‘chant training curiculum teaching skiis of special nterast 
o merchants in space. 

‘Besides these central curruum requirements, stu- 
dents may elect other courses that эме an introducton to 
сапап special inforest areas. Also, students have access 
io experienced interstellar vaders among the faculty, who 
сап give practical instuction in the realios of the Irado 
business, 


Acapemic CURRICULUM 


Core Training Space Training 
Camputer Op 18 Dmgttri Pros — 10 
Lang [s] 10 Enviosuit Op 10 
Law (8) 45 Shuttle Pilot — 40 
Science [*] 10 VariG Op 10 
* Choose one from: Ecology. 
MetsordegDcesnoprephy Everyone takas 
Geology or Chemis. Essi z5 
Merchant Training 
Арргав 3 "——— 
Cbt, Marks Mod 10  Désienmpeikee2Ous 
aiit anywhere they choose 
Cbt, H-T-H 10 59 байа MS “ 
Leadership. 10 Advantaged gain 20р 
GRERSURTGh 1g “i anynere they choose 
Trade& Comm 10 


Outside Electives 

‘Select any мо sklls iom the Academy Outside 
Electives Table below and add 10 points to tho rating for 
each. No sk may be chosen twice rom this list. 


Astron/Astro Sports [s] 
Bribery ST Nav 
Carousing ST Eng 
Gaming Streetwise 
Instruction Trivia [s] 
Negot/ Diplo — VariG op 
Physics 

Entry Age 


‘The charactar's age at entry into the lanas of advance- 
ment is 18, and this number should be recorded in the box 
marked Ар» of Enty on the Trader Character Data Record. 
The oni “ception is characters wh stan with а previous 
career in Star Fleet. These characters enter al ето 
ages. In such a case, record the age al which the character 
Was discharaod from Star Feet asthe Age of Fry 

М the end ofthe first two years of merchant academy 
traning, check the Merchant Acadamy box in the frst open 
column of the Service Experience Chant on the Character 

Data Record, At the bottom of thal column in the bor 

marked Tour Length (years), record a 2, Indicating that the 

character has completed two years of merchant academy 
taining. 


TESTING AND EVALUATION 

ter Ino frt мо years of merchant academy training, 

эй students are evaluated to determina their progress and 

finess for specially training. Those who are obviously not 

benefiting from training aro dropped, or moved into appren- 

tie programs where Ому ca leur a и mure акы pace 
ihe pb. 

‘Gamomastors may allow players to choose their dirac- 
tion at this time, or use the optional table below to determine. 
the roulis o tha characters evaluation. If the character is 
approved or specialy raining, һе continues in te 
"academy for ine next wo years of specialty training. If sent 
into an apprentice program, he enters the specialty training 
of that program, as if tha evaluation at he end of the frst 18 
months had been completed, It further training is dis- 
‘lowed, the character mast enter а low-level labor positon 
‘and wark to build skils and obtain an Interstellar Merchants 
Ticket. 

ACADEMY MID-PROGRAM EVALUATION 
Die Roll Result 
37 Approved for specialty training: 
‘continue merchant academy 
42 - 85 Recommended for apprenticeship: 
enter aparenteesnp specialty 
Further training disallowed 
‘enter base evel labor 


Evaluation Modifiers 


CHA 70+ ET 
INT 70+ -20 
60-69 -10 

LUC 70+ -20 
60-69 -10 
<40 +05 
Disadvantaged lose 10ptsof skills 


Advantaged gain 10pts of skills 


uomeJauac әзоелецо зарезу 


Trader Character Generation 


SPECIALTY TRAINING 

Afer evaluation, the student wil spend мо years 
studying in his chosen Feld of special interest. There are 
many possible jobs relating to the merchant ied, but they 
fal ino five broad categories. The Engineering specialty is 
lor spacemien whose obs are тобу technical, including all 
"maintenance and engineering personnel. The Helm/Naviga- 
tion specialty covers most piloting and astrgalon proles- 
sions, and is the specialy of choice for future merchant 
captains. The Financia/Clercal area covers thosa who aro 
involved more wih the trading aspect ofthe profession than 
{he space travel ist, and is usually the path followed by 
ground based traders and merchants, clerks and cargo ac- 
uistion officers, and the so-called merchant princes who 
manage enira fleets. The Securty lane is reload lor 
those entering suppor and peripheral pressions such as 
bodyguards, securiy specialists, privat investigators, and 
freelance Woubie-snooter. Finaly, me Communications) 
Technical lane teaches the principles of subspace radio 
repair and operation, as well as the techniques for coordina- 
tion of damage control. 


Players shouid be allowed to choose freely the araa of 
specialy for their charactors. They are advised, however, 
10 basa thair choice on ho job that characters wil fil in tha 
campagn sialon when he game begins 
Academic Curriculum 

The skis listed under the chosen specialty areas in 
the Specialty Training Tablo aro gained automatically, wit 
the noted skil ratings added to any that already exist. Skill 
points for skills marked "0" ara created from the available 
"specialias" skil points total. 
Outside Electives 

The intense training program in the second hall of the 
academy say does not leave a lo of me for training out- 
Side the specially area, but characters may gain 10 points 
of skil in each of two areas chosen from the entire trader 
fist, regardless of specialy. Two dierent skills must be 
chosen, however 

Ali characters wil also receive six кй at 1010 points, 
ч be added to any skits they already have. More than ono. 
‘of hase rats may bein any gen ci. 


Engineering Security Financial/ Clerical 
Computer Tech 10 Cbt, H-T-H 20 Administration 20 

Dmg Ctri Proc 10 Cbt, Marksmod 20 Appraisal 10 

Def Shield Tech 10 Enviosuit Op 10. Culture [s] 10 
Electronics 10 Гам, (Native) 10 History [s] 10 

Life Supp Tech 10 Med, [Native] 10 Instruction 10 

Mechanics 10 Реге WpnTech 10 Lang (8) 20 

Pers Wpn Tech 10 Psych [Native] 10 — Lew(s) 20 

Physics 10 Бһише Pilot 10 Leadership 10 

Shuttle SysTech 10 Sm Unit Tactics 10 Negot/Diplo 15 

STEng 20 ST Security 20 Trade &Comm 15 
STWpnTech 10 Survival (s) 101 Specialties (total) 40 
Transporter Op 10 Specialties (total) 40 

Transporter Tech 10 

Warp Drive Tech 10 

Specialties [total] 30 

Helm/Nav Communications л оюл о т мому Wing t an иретке 
Astron/ Astro 20 Computer Op UimEU cas tem ETYM 
Computer Ор 10  DmgCtriProc 20 nawe 

Def Shield Tech 10 Electronics 20 "ha charac жо esi tow rali for otsida elac- 
Shuttle Pilot 20  Lang(s][Teta] 40 “** 

STCbtTac/Ste 10  Negot/ Diplo NE Re en 

ST Helm 20 ST Comm Op 20 inna op coum cime Saves parce 
ST Мау „к тт 
ST Sensors 15 Specialties (total) 40 fom a 2i ias re competen d two more yews а! 
‘ST Wpn Op 15 ded pei ЕЕ 
Warp Drive Tech 10 dice echt spe in ps ol reponi Check 
Specialties (total) 30 der made her Martane Tet on Ра Character 


‘ata Raro теп ртикей b те нены ләт 
Пеликан асое ertet о he славан. 


Goto page 120 


APPRENTICESHIP PROGRAMS 


‘Apprentices serve with merchant crews and experi- 
encad merchant spacemen to leam their skis. In retur for 
Mhair labor, they are given instruction in their chosen 
profession, but on a loss formal basis than the merchant 
academias. This leads to tha granting cf an intorstolar 
Merchants Ticket айег the completion of the three-year 
apprenticeship, 


From Base Lason 
Enter path here. 
Age is species dependent 


Supervised Training 

"he frst 18 months of an apprenticeship program 
impari basic skills to the prospective merchant spaceman. 
This training takes place under ће supervision ol а variety 
of active members of the merchant spaceman community. 
The apprentice is then evaluated by those in charge of his 
training, and guided into 18 months о! spøcialty airing with 
one or two selected specialists in that feld. 

Apprentices gain a bit lass skil per year than academy 
atiendees because they spend more tme working at 
соттоп tasks that оог lite useful training. Their work is, 
however, drociod by thair supervisors to allow ihom to 
obtain usatu! sls in the course oftheir job. 

Apprentices may ba exposed fo almost any phase ot 
merchant Ме during their training. Though they do not re- 
‘ceive more than very basic formal training. thoy may gain a 
‘small amount of skilin almost any aroa, and this is reflected 
inthe availabilty of four backs of elective skil points. 


APPRENTICESHIP BASIC TRAINING 
“айтп 10 
Eee M Appraisal 10 
sil anywhere | Computer Op — 1D 
they choose Dmg Син Proc 10 
Advantages {Electronics 10 
gain 10pts of — Enviosuit Op 10 
skil anywhere — Lang [5] 10 
they choose Law, [Native] 10 
Trade & Comm 10 
Vari-G ор 1n 

Outside Electives 


Four diferent Electives at 10 points each may be 
chosen trom ary skis пот the above Apprenticeship Basic 
Training Table, the Apprenticeship Specialty Training Tables 
below, and the Background Skil Tables 
Recording Tour Length 


TESTING AND EVALUATION 

tor the fist 18 months, the apprentice is evaluated 
зу his supervisors. Some apprentices who show special 
promise may be transfered to а merchant academy for 
Bavanced training, entering as I they had completed the 
first wo years cl the academy. Most are approved for 
lurther зресіаћу training in their apprenticeship, and are 
assigned to а spocialst who wil bo their supervisor for the 
Temámg 18 months of thair training. Some apprentices 
nave problems during their first 18 months, however, and 
ara not approved for futher training, These faled 
aoprenlces do not receio te Intorsielar Merchants 
Ticket. They must enter an unskilled labor job and wy to 
жок their way up to a level of skil that wil allow them to test 
Jor the ticket. 


APPRENTICESHIP MID-PROGRAM EVALUATION 
Die Roll Result 
+ 05 Recommended for academy 
specialty raining below 
06 - 85 Continue apprenticeship: 
enter apprenticeship specialty 
Further training disallowed: 
enter baseovellebor p115 


Evaluation Modifiers 


INT 70+ 48 
60-69 -10 

шс 70+ 45 
80-69 -10 
«40 «10 

CHA 70* ED] 
Disadvantaged — 410 
Advantaged EI 


SPECIALTY TRAINING. 

The oocond hall o the apprentco's тайма poriod ia 
эреп! in intensive work alongside a specialist in his field 
Once again, te amount of skil gained is perhaps not as 
great аз їп the academy. However circumstances may 
alow an apprentice to gain experience outside his narrow 
field. The speciaty areas aro the вате as in the merchant 
academies” Engineering, Helm/Navigaton, FinancalCier- 
ical, Communicatons/Technical, and Security. One ara 
should be chosen and the skis and skill ratings added чо 
the characters list. Whore a ski rating Is not ste, here is 
по automatic gain for hat skil, but it may be chosen as a 
specially 


чотеләцәс) vaqoeueyg зарезу 


Trader Character Generation 


APPRENTICESHIP SPECIALTY TRAINING TABLE 


Engineering Helm/ Nav Security 
Computer Tech 10 “Computer Op 10 — Cb, HTH 18 
Def Shield Tech 10 Def Shield Tech 10 С, Магкә той 15 
Electronics 10 Astron/Astro 10° — Enviosuit Op 10 
Life Supp Tech 10 Shuttle Pilot 15 Law, (Native) 10 
Mechanics. 10 STObtTac/Str 10 = Pers Wan Tech 10 
Pers Wpn Tech 10 ST Helm 15 Psych (Native) 10 
Shuttle SysTech 10 | ST Nav 15 Shuttle Pilot 10 
ST Eng 10 ST Sensors 10 SmUnit Tactics 15 
ST Wpn Tech 40  STWpnOp 45 БТ Security 15 
Transporter Op 10 Warp DriveTech 10 Survival (s) 10 
Transporter Tech 40 Specialties (total) 30 Specialties (total) 30 
Warp Drive Tech 10 

Specialties (total) 30 

Financial/Clerical Communications. 

Administration 20 Computer Op 10 

Appraisal 10 — DmgCtriProc 15 

Culture (s] 10 Electronics 10 

History [s] 10  Lang[s][Tota 30 

Instruction. 10  Negot/Dipla 15 

Lang (s] 10 ST Comm Op 15 

Law (5) 10  STCommTech 15 

Leadership 10 Specialties (total) 30 

Negot/ Diplo 10 

Trade &Сотт 20 

Specialties (total) 30 


Additional Experience 
în ай оп to the specialty training that an apprentice 
receives, the character may choose any wo separate sil 
at 10 points each from any of the Apprenteeship Specialy 
Training iss. 
Outside Electives 
"Tho character also receives four гой for outside elac- 
lives. Skis may be chosen tram any of those on Ihe Apprer- 
ticeship Basic Training Ests, the Appreniicoshin Speciaty 
racing lists, авз the Background Skils tables. To find Ins 
number of rating points acquired in the skil, roll 10%0. if 
Cisirad, а skil may be chosen more man once 


COMPLETION OF APPRENTICESHIP PROGRAM 

Go to the nest open column of the Senice Experience 
Chart and check the box for Apprentice Program. At the bot- 
tom of the same column, record the four length of 1.5 years, 
Tho apprenticeship having been completo, the student is 
granted an Interstellar Merchants Ticket, allowing him to 
ewe aboard merchant ships in jobs ‘of responsibilty 
Check the box markod Intrsilar Merchant's Ticket on the 
Character Data Record, then proceed tothe Pre-Campaign 
Experience section to continue development of the char- 


Goto page 120 


BASE LEVEL 
LABORER 


Taking a base-evol job aboard а merchant ship, in a 
троп, or in another related area is а last resort for char- 
acters delormined lo become merchant spacemen despite 
the lack of formal education or on Ine job training. By taking 
whatever jobs become available and being on the lookout 
for opportunites to beter one's self, there Is sil room for 
"ho unskllod or disadvantaged to carve out a niche for 
themselves inthe werld of interstellar rade, 

(Characters who pursue this roule may spend many 
years in jobs that bring them few of tho more important 
Skils, but perseverance will build up important peripheral 
Skile. wile tha charactar walls for opportunity to knock 
Whan opportunity comes is largly a matr of luck, but 
being smart enough o spot and seize ап opportunity ог 
clever enough to create one is also important. Once а 
chance for more important work comes, a character may be 
alo t pala itinto a ifelong career 

This lane for character training is much more free-form 
than the merchant acadomioz or apprenticeship programs. 
"tis largely up to the player to choose skis wisely and 
‘make the most of opportunities. Шейка the other two lanes, 
tho Inerstlar Merchants Ticket ie nol given here afar a 
fned number c years. Only by earning a group of qualiying 
Wis can one obtain the Interstar Merchant's Ticket in 
tis lane, 


WAITING FOR OPPORTUNITIES 

Characters wil start out by working one year at a time 
in base-eval, unspecialized labor, waiting fr an opportunity 
for advancement, During the year, thay will gain a few ur. 
specialized sls 

Every year, however, a character may get the oppor- 
"unity to spend the next year at a specialty job. In the spec- 
Fay jobs, important sklis may bo leamod. This process 
continues for a period of ton years 
which ime the character enters the Pre Campaign section 
Of Graci generation. The number of sis prasad мад! 
year wil generally be fewer than the previous year, because 
the character gets closer to the amount of Krowledoo that 
e can absorb without formal education. The number of 
skills в given in the table below for Unspecialized Labor. If 
the charactor rolls successful for ino opportunity to pet- 
form specialized labor, kl gained wil not be on this table, 
Бий ро fom the Specialized Labor Skils Table instead. 


‘SKILL ROLLS GAINED FROM. 
'UNSPECIALIZED LABOR 

Number of Skills 

Yes  Unspecilized Specialized 

1 10 1 

2 H 2 

3 H 2 

4 7 з 

5 H a 

H 5 з 

Ў 4 2 

H 3 2 

H H 1 

10 1 1 


Each year, the appropriato number of skils are sel- 
ected rom the tables below and skill ratings rolled on 1010. 
Мид ols are allowed in any given skil. 

Players must acquire the skils they need most. It is 
usualy bost 10 get the necessary skills and obtain the 
ticket as early as розово. Extra skis not related lo the 
ticket can (and wil) bo picked up in this lano, but remember 
also thatthe character may bo dovolopod further during pre- 
‘campaign experience. 


Non-Specialized Labor Skills. 


Appraisal Gambling 
Bribery Language (s) 
Carousing Sm Eq Sys tech 
Computer Op ^ Sports (s) 

Cbt, Marks Mod Streetwise 

Cbt, HT-H Survival 

Dmg Ctri Proc Trade & Comm 
EnviosuitOp Trivia (s] 
Forgery Vari-G op 
Gaming Vehicle Ор (s) 
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Trader Character Generation 


SPECIALIZED LABOR SKILLS 


Engineering Financial/Clerical_ _Helm/Navigation 
Computer Tech ‘Admin Astran/ Astro. 
Def Shield Tech Culture (Native) Def Shield Tech 
Electronics History [Native] Shuttle Pilot 

Life Supp Tech Law, Federation ST Cbt, Tac/Str 
Mechanics. Law, Orion ST Helm 

Pers Wpn Tech Instruction ST Sensors 
Physics Leadership ST Weapon Ор 
Shuttle Tech Negot/ Diplo 

ST Engineering 

ST Sensors Security Comm/Technical 


ST Weapon Tech ^ Combat (Any) 


Dmg Ctrl Proc 


Transporter Op Med, (Native) Lang (s) 
Transporter Tech ^ Psych (Native) ST Comm Op 
Warp Drive Tech Sm Unit Tactics ST Comm Proc 
ST Security ST Security 
‘OPPORTUNITY KNOCKS ‘Specialized Labor Opportunity 


For every year of baselovel labor, thers is a chance 
that a character may land а job that wil give real specialized 
training. It is trough euch jobs that he character can really 
‘advance himsel, but slowly, building toward the time when 
ће has enough skil points in ono specialty or another to 
сат an inorsolar Merchants Ticket. Iis also possible 
that а promising young laborer may be asked to join an 
arent puram. 


OPPORTUNITY AVAILABILITY TABLE 
Dio Roll Opportunity 


gos Apprenticeship Program — —— 
ов - 60 Specialized Labor valable next year 


61+ No opportunity; Unspeciaized Labor next year. 
MODIFIERS TO AVAILABILITY ROLL 
INT 70€ 10 
soss 05 
шо 70+ -10 
6065 -05 
sao #10 
CHA 70+ -05 
Per Year Unspecialized -02 
Per year Specialized -05 
Previous year, Specialized -05 
Determining Opportunities Available 
‘At the end ol each year of baso-lovol labor, гой por- 


contie dice to determine if such opportunities exist. For tho 
most рап, no special opportunities wil present themselves, 
though the lucky, charismatic, and inteligent character wil 
have a better chance, as wil characters with previous 
speciaized татр Бо percentile dco, apply any 
pertinent moditiers, and consul the Opportunity Availabilty 
Tabla below. 


‘Should a Specialized Labor opportunity present isell, 
datarmine the number of Specialized and Unspecialzed 
skills gained from the folowing table. Once again, the 
member of sklls decreases as tho character ages. Thon, 
choose the Skil Table, as wih a year spent at Unspoci- 
pr 


SKILLS GAINED FROM SPECIALIZED LABOR. 


Year Unspecialized Specialized 
Skis Skills 
5 E 
5 


Apprenticeship Program Opportunity 
їп come cases, a very lucky charactor may bo ablo io 
рану to enter tne apprenticeship program. de character 
is less than 25 years of ago, he may enter into the beginning 
of that program. It he is elder than 25, ho wil пег io ine 
Specaly Training portion of the Apprenticeship Program. 


TESTING FOR THE MERCHANT SPACEMAN'S TICKET 


The charactor must remain in basodovel labor for a 
minimum of two years. After tis time, the charactors skil 
ratings may ba compared to the Isis below. If the char- 
эсеге ratings equal or exceed the requirements, that char- 
acter wil tast for and gain the Inlerstelar Marchants Ticket. 

Tre Inierstolar Merchants Теко! wil alow the char- 
acter 10 serve aboard merchant ships in jobs of responsibil- 
ду. Proceed to the section descrbing the Interstellar Mer- 
chants Ticket to coninuc dovolopmontof he character. 
CERTIFICATION. 

"Tho frst top is to provide the charactar wih the propor. 
сеписаїоп, Most trador characters wil enter marchant llo 
With an interstellar Merchants Ticket. Characters who wil 
begin the game as ship captains or frst officers, however, 
have one further period of training to complete belor 


staring precampaign experience, this one leading to a 
Masters Ticket 

Ii the character wil not be a captain or first officer, skip 
ahead to the section tiled Years Of Trading Experience, с. 
20. If the charactor wil bo a captain or fst officer, frst com- 
plete the section on Obtaining The Master's Ticket, p. 20. 
interstellar Merchant's Ticket 

"The Interstellar Merchants Ticket is the oficial ceriti- 
cation issued by recognized irade organizations to space- 
qualified merchant personnel. Members of these associa 
tions wil not hire a person into а position of responsibilty i 
the аркам does not have this cerificaton. The 
Iniorstolar Morchants Ticket marks the characters eny 
into marchant o sot though not yat into the campaign. 


SKILL REQUIREMENTS FOR MERCHANT SPACEMAN'S TICKET 


‘Specialty Requirement 
Engineering Average ct Skil Ratings n ST ENG and Physics or any or 

HelmNavigalion Average of Skil Ralngs n ST Helm and Astron Au 

FinanciaVOlerical Average a Skil Ratings in Administration and Trade and Commerce must equal 10. 
Security Ski Rating in Secunty Procedures must ена 10. 

Comm/Tech Average of Skil Rangs in ST Comm Op and Dmg Син Prae most equal 10. 


PRE-CAMPAIGN EXPERIENCE 


лсе me топта porten or а cnaracters тати s com. 
plated, ha may sil need further experienea before entering 
the campaign, especially it he enters the game in an impor 
tant positon. Thus, most characters wil пон begin determin- 
ing how much job experience they achieved botore the game 
or campaign actually begins. The amount of this experionce 
and the timo it takes to obtain it may vary greatly, providing 
for a wider variety c character experiences ard ages asthe 
eme begins. 

“This section of the charactor training process dealt 
with he on-the ob training a character receives in his early 
years as a merchant. The system is similar lo the Post 
Academy Experience section in the ST:APG2 characte 
training nules. 

Masters Ticket 

“The Masters Ticket is a higher level of cerificalion 
offered by the same organizations that administer the Intr 
Stellar Merchants Ticket. A character must possess а Mas. 
lars Ticket to command a merchant vessel in space. Within 
the Federation, this includes most private yachts and other 
passenger essais, 


OBTAINING THE MASTER'S TICKET 

AI characters who wil begin as ship captains or frst 
‘officers (who are most ооп called on o assume command) 
must have a Masters Ticket before entering һе game. 
Cerification for all characters (except Star Fleet officers 
serving as ship captains or first officers for two years or 
more) involves а oneyear sim at Command Training 
School for such former Star Fleet personnel the require- 
ment is waived. Even though this requirement could bo 
ЧЫЗ at any time in tho charactors pro-campalgn careo 
forthe sake of simpy k wil be taken care of at his ime. 
Command Training School Sills 

Command Training Schol provides he skile in the fol- 
lowing tabe below at he given sl points. 


COMMAND TRAINING SCHOOL SKILLS 


Leadership 20 
NegolatorvDipomacy. 20 
Law Federation 20 
Starship Combat StalegyTactcs 10 
Trade and Commerce 10 

‘Completing Command Training School 


Wih command training completed, find tho next open 
column оп the Service Experience Chart and make a check 
in the box for Command Training. At ihe bottom ofthe same 
column, In tno box marked Tour Longin (years) міш а 1 10 
indcate one year of command traning. Next, check the box 
‘marked Masiars Ticket on the Character Data Record, thin 
continue win по Pro-Campaign Experience section 
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Trader Character Generation 


TERMS SERVED 


The number of terms a character spends in Trade 
service depends an the level st which the player wishes to 
jain the campaign. Roll 1D10, and divide by two (rounding 


down). Add to this number the following modifiers: 
Fleet owner (1D10/24 ships *Roll Fist* E] 

per extra ship опей, |. B 
Merchant Capta independent « Н 
Ship no modifier 

Marchant captain (Flest Meriter) Ne 
Merchant Ist Officer sj E 

Merchant Crewman (Department Head). 2 
Merchant Crewman (Secondary Officer) и 
Merchant Crewman (Cargohandler. .. .-no modifier 


Independent Trader (one man ship) © E 


Own Ship, 4 
Leasing/purchasiag ship .  ........ no modit 

Graduated Merchant Academy. . ich 
Note Merchant Academy Graduate н 
LUC Büormore.... rese i l2 
LUC 60-79 x] 
LUC 40 or les. Na 
INT 80 or move. l.l. Е 2 
INT 60-79 w 1 
INT 40 or less п 


Oron characters мї ао uso he folowing modifiers to tele 
years of тайпа experience. A Green Orion wil have o work 
much longer to become a ship captain, and a privileged 
‘Orion can shonen his years served by caling in favors from 
his family's rends. 


HELMNAVIGATION MODIFIERS TABLE 


Race Socioeconomic Group 
T9 8 7 6 54321 
Rudy — 92 -2 00 4 23d 
Ge — NANAX 42 +2 42 43 53 4 55 
FINANCIALICLERICAL MODIFIERS TABLE 
Race Socioeconomic Group 
9 97685242321 
Rudy — 21-10 0 0 £32 34 
Gto МАМА х2 +2 33 +3 54 44 55 55 
ENGINEERING MODIFIERS TABLE. 
Race Socioeconomie Group 
wo 87 6 542321 
Rudy — 33 2 2 4 400 0 c1 2 3 
Ge МАМА2 лоо ато 
‘SECURITY MODIFIERS TABLE 
Raco — Socioeconomic Group 
309 87 6 5 4324 
Roy — 5 4 зз 43 32 2 HT 0 A 
Gen — NANA-S 2 “1-10 0 0 4 


 COMMUNICATONS/TECHNICAL MODIFIERS TABLE 


Hace Socioeconomic Group 

wo 8 7 6 5.4321 
[ME 0-1-0 
Gne — МАМА? 10 0 +1 32434 


For each term a character serves, roll 1010 and divide. 
by two (round down, with a minimum of 1). These num 
bers represent the length of the term in years. 


Assignment Posting 
< 10 Frontier Adversary 


11 - 30 Major Space Lanes 
31 - 50 Minor Space Lanes 
51 - БО Academy instructor 
61 - 75 Inspection & Compliance 
76 - 90 Outpost Support 
91 - OO Yard Master 
Modifiers for both tables. 
INT 65+ -10 
LUC 60+ E 
<35 +10 
Socio <3 10 
8+ +10 
BG Advantaged -10 


BG Disadvantaged +10 
Carousing 40+ — -10 


Every Tour concludes by rolling 
Officer Efficiency Rating 


< 33 Ex Stay ог roll next assign 
34766 Av Roll Tour normally 
67 + Ро +25 next Assign roll only. 


Tours also defined by Ship, Crew & Quality. 
Roll straight 1410 per each category. 
Use to flavor character experience: 


ИШЕНЕ -S ET: N ETN 
Grew: Medium / Small / Large 
Ship: Medium / Small / Large 

Quality; Ok / Exc / Bad 


The char- 
aeter may then select one skill and one skill oll (10102) 
for every one full year served (not including Merchant 
Academy), with the following additions: 


INT. 70 or тоге 2 extra rolis 
INT 60-69 т extra roll 
LUC 70 or more 2 extra rolls 


LUC 60-69 1 extra roll 


ADDING BACKGROUND DETAIL 


The characters statstes аго fuly generated, and ho Is 
now ready lo enter the campaign. Dells ofthe character's 
background may have been worked out as the creation pro- 
ess continued. and more detail may be added now, particu- 
larly about the character's personality, ikes and Заз, 
personal history, tends and relalves, and so lor 
Background details can be recorded on the back of the 
Character Data Record Ice лиге relerence. The example 
bolow wii demonstrata how filing in tho details can make it 
easier to roleplay the character once Ine game or campaign 


OTHER CHARACTER GENERATION 
METHODS 


There wil be les when a character created from the 
Trader Character Generation system wil nol suit а game. 
master's campaign ог a player's personal prelerences. For 
ampie, The Trader Character Generation system cannot 
теме characters with medical or scientie backgrounds, 
Yet mese are vang characters aboard a siaship. ASO, а 
player may have a character Ihat he or she particulary Iked 
to play in a Star Fleet campaign, who would ike to muster 
cu of Star Feel and go то business for him or hers 


USING PREVIOUSLY CREATED CHARACTERS 

Н the character is part ef an ongoing Star Fiet 
campaign, much of his previous experience wil be known to 
both gamemaster and players. Al that wil be necessary 10 
dotai wil be te characters mustering out and Ine period of 
"ime before he stats active trading, The characters rank 

Characters. entering merchant campaigns from pre 
vious Star Fleet careers wil eiher enter he campaign 
косу with no merchant experiance, begin building up тег 
chant experience before entering the game, or test fr place- 
ment in an apprentice program. The choice depends on the 
charactors sil ratings and the decies ol the gamemaster 
and mo player. 

Obtaining The Independent Merchant's Ticket 

‘Check the service skills ol the character against Һе 
requirements for the Independent Merchants Ticket. The 
requirement for two years base-level experience Is waived if 
the charactor spant an exuivalan lime in Star Flest. 1 the 
charactor quallios, ho wil gain the tcko! automaticaly. 
Based on the decision of the player and ie gamemaster, 
this may occur immediately ater separation from Star Feel 
or ater some period of ime hat hey determine. 

\ he character бооз not immedately дошу for to 
Independent Merchants Tichet, he should enter the Base- 
Level Labor advancement lane as if he had just begun train: 
ing there, and continue unti he сап meet ramum require 
menis and pass the test. The character can then continue 
his dovelopment as а merchant charactor just as other 
radar characters do. 

Obtaining A Masters Ticket 

Characters who served as Star Fleet captains or fist 
officers wil be granted а Master's Ticket upon prasentation 
= ther credentials, Other characters who wi eventually be. 
соте trader captains or frst officers must attend Command 
Training School before the Masters Ticket is granted 
Entering The Campaign 

'Charactem with an Intersolar Merchants Ticket or 
Masters Ticket may enter the campaign immediately ahar 
being granted their ticket. There is no naod for furthor 
‘experiance or training unless the playor and gamemaster 
везе! 

Gaining Merchant Experience 

‘Once granted the appropriate еде, he character may 
begin gaining pre-campaign experience as a merchant crew- 
man. The Tues gwen in the section on PreCampalgn 
Experience should be followed to determine the number 
‘of his gained in such experience 


CREATING OTHER STARFLEET OFFICERS. 
Ta пен character was once a Star Fool officer, create 
"he charactar using tho ST:RPG2 character generation sys- 
em. The player and gamemaster should decide on what job 
‘and rank the character held at the tina he left Star Fest, 
‘and use the Star Fleet character creation procedure unti 
ihe character reaches that level Ж 
Once the character has reached his final (аби and 
positon, use the procedures given above for characters 
that were transfered from Star Flest campaigns. Make sure 
the character oblains the appropriate сепйїсаһоп, and 
decide on what merchant experience he wil have, il any. 
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Trader Character Generation 


STARTING MONEY 


Each character will start the game with a little 
monay, which he/she has saved over the years. The amount 
©! starting money will determine how much cargo a char 
acter can buy, what type of starting equipment the char 
acter can have, etc. 

"The starting money figures given in tho tables below 
were figured based on the character's position at entry into 
the campaign, Starting money is also affected by whether 
ог not a character graduated from the Merchant Academy 
(whieh would tend to start a character in a better job early, 
thus making it possible to save more). A character who 
‘owns a ship В less likely (than one who is preparing to pur- 
chase one on time) to have as much left in savings. Also, 
3 player who bought а SMALL ship will have more savings 
lett than one who bought a BIG one over his own ex- 
penses, and will seve more, than a person who runs his 
wn ship. 

То determine the starting money for your character, 
follow this simple procedure: 


BASE SAVINGS FIGURE 


POSITION 


ACADEMY _ APPRENTOE LABOR 
Fleet Own — —— 
(any ships) 10000 900 7000 
Merchant Captain 

(own ship) 3500 2800 1500 
(ouying ship) 000 5000 3000 
(hired = fleet) 7000 6000 3000 
First Officer 5500 4500 2500 
Department Head 5000 4000 2000 
Secondary Officer 4000 3500 1500 
Minor crewman ог 

cergohandlor. 2500 2000 1000 
Independent trader 

{one-man ship) 

{own ship) 4000 3500 2500 
buying ship) 6000 soo 3000 


STEP ONE: Find the appropriate base savings figure 
from the table below, based оп the position AT WHICH 
YOU ENTER THE CAMPAIGN, and whether or not you 
graduated from Merchant Academy. 


STEP TWO: Roll 1010 and divide by 2 (minimum 
roll 1) to determine the savings divisor, The figures above 
fre the MAXIMUM one could seve in a year (as an average 
Over the character's lifetime as a trader). This will be 
divided by the divisor, which simulates the fact that some 
have better success saving money than others. Once the 
divisor is rolled, add 1 if the character's LUC is 25 or less. 
‘Subtract 1 if the character's LUC is 70 or more. Subtract 1 
if the character has GAMING skill over 50. (Being good at 
Cards .. Subtract 1 if the character has TRADE AND 
COMMERCE skill over 40. (Being good with money helps 
even more.) These modifiers are cumulative, but if the 
final result is under 1, it becomes 1, and И it is over S, it 
becomes 5. 


STEP THREE: Divide the base figure from the table 
by the final divisor. Multiply the result by the number of 
"he character has been actively а merchant (deter 
id earlier in the character creation process). Time spent 
in the Academy doas not count, but time spent in Star 
Fleet counts st half value. That Is count 1 year for every 2 
spont in Star Fleet (out not Star Fleet Academy). This fig 
ure represents the starting worth of the player 


STEP FOUR: Subtract the cost (from the price lists) 
of any equipment the character starts the game with from 
the starting worth to determine the characters STARTING 
CASH. (А character who starts with а paid-off ship does 
not subtract its value from starting money, but starting 
money may be used to make several payments on a ship 
2t this time, See rules for ship financing... 

‘Characters in the same campaign may wish to make 
each other loans to get them started with equipment they 
med. If their money is пот sufficient, thoy may seek out- 
side sources of financing to buy a ship or supplies, (See the 
appropriate section of this supplement...) 


Consult Pamphlet 01 Backgrounds for Medals, Starship Assignment, Home 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Consult Pamphlet 4 


Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 


for more variants. 


Book 3: Memory Bank Alpha & Book 5: Memory Bank Omega contain more 
societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 
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